®Bames Workshop | 


97 Uxbridge Road, London W12 BNL) 
01-749-7049 


MINIATURES RULES 
Air Power (TSR) 
Savaliers & Reundhesds (TSR) 
Classic Warfare (1 SR) 


Don't Give Lp the Ship (TSR) © 

Fighter Pilot (Little Soldier) £1.95 

Imperial Guard (Little Soldier) “2.25 

Kgights of the Round Table (LS) £2.95 } 

Panzer Warfare (TSR) £E.75 

Tractics (TSR: ; £6.75 “ 

Ewen 2 eae OWL & WEASEL trom Games Workshop, 97 Uxbridge Rd., London W1z 
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DO-IT-YOURSELF GAMES 
Railway Rivals (Watts) 

Kits available: 1A 1B1D1G 1J 111K 
Railway Rivals Handbook (Watts) 

Oil Distribution Game : 


Citadel (FGU) 
Dungeon! (TSR) 3 
Empire of the Petal Throne (T SR)£16.75 
Lankhmar (TSR) 

Sorcerer — Boxed (SPI) 
Sorcerer — Pouch (SPI) 

War of Wizards (TSR) 

White Bear & Red Moon (Chaos. 


|. The Ringbearer (L. Soldier) £1.95 
' Wizards & Warfare (Leic. Micros) .50* 


Multi-Sided Dice Sets (TSR) 
Percentage Dice 
Average Dice 


"Owl & Weasel" (GW) 
"The Dragon" (TSR) 3 
"Little Wars" (TSR) : 
"Strategic Review" (TSR) Nos. 1-6 
No. 7 
Subscriptions available on the above. 
"News from Bree" (Patterson) * 
"The Wyrm!'s Footnotes" (Chaos. 


MISC. ROLE-PLAYING RULES 
Boot Hill (TSR) ~ £3.40 
En Garde! (GDW) 
Gladiators (FGU) 
Prehistoric Animal Combat 


Galactic War (Tabletop) £1.00 

Metamorphosis Alpha (TSR) £3.40 

Outreach - Boxed (SPI) £6.25* 
Outreach — Pouch (SPI) £5.25% 
Star Empires (TSR) — Avail. soon 

Star Probe (TSR) £4.25 

Starship Troopers (AH) ”_£7.95* 


: 
‘| 1066 (TSR) us £8.25 
Der Fuhrer (Little Soldier) £3.25 
Fight in the Skies (TSR) £6.95 
Kingmaker (AH) £7.95* 
Little Big Horn (TSR) £6.95 
Mercenary (Gametesters) £2.35 
Marching to Richmond (Watts) .48* 
Operation Market Garden (3 Mil.) £2.50* i 
Peninsular War (Watts) - .48* | with an asterisk. Please add 20% p&p on these { 
Peninsular War Book (Shire) .30* | items. Total postage additions should be not less 
Pennine War (Watts) 9 50 ne “484% then 6p but no more than 7Op. | 
PeorB100uy Infantry (8rd Mill.) £1.60* Postage & packing included in the prices of 

all non-asterisked items. £ | 
TRADE ENQUIRIES WELCOMED "Please make all cheques/PO's payable to: 


~ "Games Workshop" ; 


MISCELLANEOUS 
Petal Throne Posters (TSR) £1.40 
Games Workshop Catalogue (GW) « ~10 


JUST ARRIVED 


“Advance figures from the Minifigs D&D 
‘range. We have Dwarves, Elves, Goblins, 
Ores, Hobgoblins and Kobolds in stock. { 


Call in or send SAE for lists. 


SF Games | 
Battle for Andromeda (Taurus) +£7.25 
Warriors of the Dark Star (Taurus)? £7.25 it 


* Postage not included on items marked 


m the sardine-can conditions of Games Day. Well 
Ato the\Wwarlous halls and rooms of Chelsea Town Hall and made 
y ue lly is time Town Hall officials learnt that central j 
sive perspiration. Anyway, from the letters we've ~ 
good time, especially those who walked away with 
ons. Of them all, the two most popular were 
held on the stage, much to the amusement of 
ntest for latent homicidal maniacs who could 
other with battling models, hacking and kicking 
their ways to the final. This*was s won by Kendall 'Fingers of Death' Johns, who mercilessly 
wiped out the opposition. The intrepid dungeoneers had the daunting task of carrying out 
lightning raids on Fred Hemmings’ well-gquarded treasures and many fell foul of the various 
monsters long before thein-two>hour limit, had expired. Still, some survived and the winner 


was désérvedly rewarded. ‘Other pop— 
WARNING 


ular competitions muchly enjoyed by 

the players were Squasp, Diplomacy 

and the Poster Competition, in which ; 

nobody succeeded in getting an all- ARRIVE EARLY AT D&D-DAY? : 
correct answer. Fulham Town Hall holds only 250 people, and 

The auction sold off more than 100 if more than this number turn up, they may be 
games, ruined my vocal chords for refused entry by the Town Hall staff. 
life and also succeeded in bringing to We've no idea how many will be turning up to 
an early finish the inaugural meeting D&D-Day. When we booked the room, last year, it 
of the D&D Society. Sorry about that seemed an adequate size for the meet, but interest 
guys, but you get another chance on in the game has since risen enormously and we now 
D&D-Day (See page 7). Nevertheless, fear that the Hall may not be large enough. We have 
Games Day '77 was a definite success | managed to get hold of an extra Committee Room, 
and our thanks go to the 21 trade but this holds only another 30 or so people. 
stands for their support; to Liz, Jo, If you do arrive and are refused admission — 
Rob, John, Fred, Kendall and Martin our sincere apologies. We'll make sure that the 
for their help; to Leviathan, Univer— next D&D-Day is held in a larger hall. 
sal Wargames, South London War- 4+4+GW-++ 
lords, Wargames Action Group, the 
3 Dragons (Messrs. Marshall, Giffin 
and Littlechild), the 3 Diplomats 
(Messrs. Segal, Swanson and Walker- 
dine), the London Card Club and the London Draughts Association for all their excellent 
demonstrations and, of course, all you lot for coming along. See you at Games Day III. 

An now for something no-so-completely different - D&D-Day. The timetable of events 
and competitions can be found on page 7. Remember to bring along your dungeons, charac— 
ters and figures. Fred Hemmings will be running his infamous death-trap but otherwise, 
tables will be available for players to conduct their own games. We will do our best to match 
up DMs with players. Also don't forget to bring along your Best Room entries, your Magic 
Item ideas and your pride-and-joy figures to enter in the competitions. Prizes — signed 
copies of TSR games — will be presented to the winners of each competition. There will 


P.S. The phone number of Fulham Town Hall is: 
001-385-1212. If you intend to arrive later than 
10am, it may well be worth a call first. 


also be a raffle for an autographed copy of "Empire of the Petal Throne" with a signed "War _ 


of Wizards" as second prize and "Boot Hill" third. See you there. 
Finally, there's just enough room left to squeeze in a quick plug for the world's most 
regular games zine, "Ethil the Frog" which has just come out of hibernation after its 35 


month snooze. Anybody notice its absence? 4 
—_ 


= 


IN THE BEGINNING 


life had always been like this...... 


"Now then, what's all this?" said the 4th level Fighter. He knew he was 4th level because of 
the 9521 notches on his sword which he counted every evening before going to bed. Just 
another 6479 and he would have no sword left; it was remarkably fragile at the moment but 
he would be a 5th level Fighter and that was the important thing. 

He was speaking to a sullen bunch of assorted creatures; Dwarves, Elves, Hobbits anda few 
Humans. The Dwarves, seven of them in all were leaning miserably on shovels and picks. 


“"AUL right! Who is responsible?" continued the Fighter. 


A Dwarf, 6ft Gins in height (the result of a spell against which he failed to make his saving 
throw) stepped forward. 

"We've had enough!" he said. "We want a better deal!" 

The party murmured assent. 

"Oh, you do, do you?" said the Fighter. "Wait until the Paladin hears about this! You'll 

turn chaotic and lose ALL your experience points!" 

"It's no usel" said the Dwarf. "We're unanimous! We've formed a Union!" 

"A what? You can't do that! They haven't been invented yet! Besides the Paladin has a higher 
charisma than any of you and you should do as he says." 

The party mumbled. 

"Come along lads," said the Fighter smiling. "What's happened to the 'Hi Ho, Hi Ho, it's off 
to work we go'?" 

"Aye." retorted the Dwarf. "And that's another thing. The last time we went off singing that 
song we returned to find that two-faced bitch Snow White had run away with that ponsey Half— 
Elf and taken our money with her. She didn't leave us a thing!" 

"You said she left us a round of applause!" piped up one of the other Dwarves —- not the 
brightest by any means. 

"Stupid!" yelled the large one, clouting around the ear with his shovel. "I said the clap, you 
fool and no Cleric can cure that with his piddling light wound spell!" 

"AIL right!" conceded the Fighter. "What do you want?" 

"Well," mused the Dwarf. "A shorter working day for a start. Fifteen hours down a dungeon 
is enough to drive you mad and continual light spells don't last for ever you know.....And it 
doesn't give us a chance to heal our hit points." He pulled a pocket-abascus from his jerkin 
and looked at his depleated strength. "Roll on the National Health Service," he thought. 

"And another thing, we're sick of rolling these things around every time we try to opena 
door." He threw two dice onto the ground. "It's bloody inconvenient, especially when you're 
being chased by a bunch of Orcs or some of the other nasties down these things. ...Which 
brings me to the question of danger money...." 

"Danger money?" shouted the Fighter, "DANGER MONEY! You'll be wanting tea-breaks next"! 
"Tea-breaks?" echoed the Dwarf. 

"Oh, nevermind! Is that all now, or would the Magic Users like to wear armour and how 
about issuing bows and arrows and swords to the Clerics and shall we teach Hobbits to read 
MaAPS-s oer 

"Now just a Goblin-sticking minute! interrupted the Dwarf. 


"We are the only ones who can 


read maps. You'll have a job demarcation dispute on your hands if you're not carefull. You'll 
be wanting to show them how to detect new constructions next!" 

"No! Not Not at all!" assured the Fighter, perspiring slightly. Then he had a thought. He 
was glad now that he had thrown a 14 for Wisdom. "Say, what's your Intelligence?" he asked 


quietly. 

"Er, it's er, about ¢ 
"Come along, let me s 
The Dwarf meekly pull 
it and scrutinised it cl 


"It's only 6! Only 6! 


verage," muttered the Dwarf. 

haracter Sheet." 

a tattered parchment from out of his jerkin. 
ely. Then he laughed. 

It's well below average’ Ha ha! And you haven't even got Psionic Ability. 


e your C' 


The Fighter snatched 


(contd. over) 
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po BES ee cont, apn Pes) 


What a puny creature you arid < ‘Then it came to him. "If you are so thick, who's been putting 
these ideas inte, yout “head : sme that then" 

aking in his dwarven boots. 

outed ‘the Fighter exuberantly which was very clever of him 
ant», OF inst it was the Yellow Perilous Dragons but now it's 

re ewadays) I wouldn't be surprised if there are some in the 
sini pier the beds, even....." 


uN 


"The Red Dra 
as he did ni 


RS ontinued the Fighter. "Get the cart and we'll 
away and 1 A “you fellow adventurers?" 

The pa huffled an it Nl cael rank behind the Fighter. 

"That's better lads. Now, where's the cables " 

"Er there's a strike on at the [ladié-and- Cart factory!" said a voice in the crowd. 

"Oh my god!" said the Fighter fishing supplement four out of his backpack to find out which 
one it was. 

The party trudged towards the ruins underneath which lay their goal. 

"Hurry up you lot!" urged the Fighter. "Has any one of you Magic Users got a haste spell?" 
The four Magic Users in the party hunted in their robes for their pecentile dice and cast 
them eagerly on the ground. 

"Yes! Yes!" shouted one of them, an Elf by-nature. "I have one!" 

"Well cast it on this bunch of slow-worms, will youl" 

"What's it worth then?" asked the Elf. 

"What's it worth? The standard 200 experience points of course!" 

"Sorry!" said the Elf dogmatically. "I want 250." 

"250? You can't do that! Look you can have 209. That's 44%. That's the biggest rise anyone 
can have under this new ruling, you know." 

"All right brothers." said the Elf. 'Sodem will go no further!" 

"Sodem? " 

"Society of Democratically Elected Magic—users" 

"Sodit, too!" said a Hobbit. 

"Sodit? " asked the Fighter. 

"Society of Drastically Impoverished Thieves." 

"And what about the Clerics?" wailed the Fighter. 

"Well," said a Cleric. "I'm afraid it's a case of 'one out— all out'." 

The party sat down as if one man. 

The Fighter ran amongst them."But if you don't work you'll have no money. How will you 
live? How will you eat?" he asked. 

"Well," began one of the more intelligent Dwarves, pausing only to roll a die to see if he 
detected any traps. "We'll live off the State! It owes us a living, you know?" 

"But we haven't got a State" pleaded the Fighter. 

"This is no time for trivialities." said the Dwarf. "We can Nationalize everything! That 
will even things out a bit. Pull the Paladins and Patriarchs down a peg or two." 

"But you can't do that! You need order and system, rules to play by......" 

"And we'll get it! We're only following guidelines, you know!" 

"But what's wrong with this system?" 

"Simple. Man is expoiting his fellow man" 

"And your system will be different, will it?" 

"Oh yest" explained the Dwarf. "With us it will be the other way around.. 


Je 


+HAN WAUGH-++ 
Competition Category: Funny 


++Excellent start to the Funny category Ian now let's have some more. Anything will do as 
long as it is vaguely antusing. You all know what goes down well in the Weasel; sick jokes, 
funny stories (as above) or even spoof reviews (a la Friday in Dundee.... ED IL+ 
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MAPPING THE DUNGEONS 


+++++0r, do you find colouring-in thousands of little squares of graph paper just that teeny 
bit tiresome? 


As a Dungeon Master, do you get fed up with that certain type of player who, no matter how 
many times you describe a room, passage or junction, is still unable to draw the thing 
correctly on his map? OR, 

As a plyer, do you get sick of stupid, gormless, decrepid old (or not so old) DM's who are 
totally incapable of telling anyone what any of the features of his dungeon look like, no matter 
how many times he tries? 

Well, Nil Desperandum! There is now a system by which anyone can follow. 

All you really need is a sheet of graph paper and a sheet of tracing paper of similar size, 
together with a sharp pencil (or draughting pen). 

The main idea of this system is that the DM need draw only the rooms and passage junctions 
on the graph paper, and can represent the passages themselves by coded arrows: 


—---—-—-- drawn on graph paper CODE 


dra on tracing paper 
Ree a First number = length of passage in fee’ 


Second number = width of passage 
Third number = height of passage centr 


' 
Hl 
awed 
--=4 Poo een? 
ae 


orem. 


aa 


Also, if you do as I do and show the plan of the room/junction to the players instead of telling 
them what it looks like, secret doors and the like can be drawn on the tracing paper; thus 
ensuring they stay secret: 


the o' "passage" is necessary in 
case the party approaches the 
secret door from @ (where they 
would see a "blank wall"), 


I use a scale of 2mm = 2%ft as this allows visible detail to be drawn rather than being "keyed" 
with a number and separate description. 

However, although the tracing paper can have room contents drawn on it, if there are few 
things therein, it is better for a complex set of monsters, treasure, traps etc to put a key 
number on the tracing paper and write the description on a separate piece of paper: 


the o! in this case is in case the 
party comes from the room (@ 
being the end of a transporter). 


Finally, this system is really inclined towards simple dungeons (ie those with relatively few 
inter-connections) but, nevertheless, this system can handle a much more variably structure 
dungeon ie lots of rock interspersed with little room complexes, winding passages etc. 


++ BOB MARSHALL ++ 


SUBSCRIBE —- 3 


Oo THE END /S NIGH 


OWL & WEASEL costs: FoR OWL & WEASEL 


. SEE PAGE }} 


FOR STARTLING 
NEWS..... 


In the shops: 20p 
By subscription (UK): 25p inc. p&p 
By subscription (overseas): 80p inc. p&p 


Owl & Weasel is printed monthly and subscriptions 
can be obtained by sending any amount over £1.00 
to Games Workshop, 97 Uxbridge Rd., London W12. 


5 


Snack ‘Bar 


Harwood Road 


PLAN OF D&D-DAY 


Committee 


a 
a 
=< 
x 
z 
= 
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Ee 
= 
< 
= 
a 
2 
a 


at 


LONDON SW6 


HARWOOD ROAD, 
on Saturday, March 1|2, 


1977 


Fulham 


HOW TO GET THERE: 


ADMISSION ; Adults 50p 


Broadway tube 


—=\ 


DETAILS : from Games Workshop, 97 Uxbridge Road, London W12 


Children 25p 


Games Workshop stand 


@= 


TOWN HALL 


Harwood Rd 


TIME : 10,00am ~ 8.00pm 


"BEST ROOM! PRIZE * FOOD * BAR 


STALLS * ADVENTURES * COMPETITIONS * 


Anomav9G an> 
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Timetable of Events 


10:00 


10:30 


2:00 
2:30 
3:30 
4:00 
7:15 
7:30 
8:00 


Seductress charms 50 GPs 
per character. 

D&D Games begin - bring your 
dungeons and/or characters. 
Lunch break . 

D&D Society Meeting. 
Meeting Ends. 

Afternoon D&D Games begin . 
Games end. 

Presentation of prizes. 
Dispel persons spell cast. 


COMPETITIONS 


PAINTING COMPETITION 
Enter your miniature figures in two cat— 
egories: Individual & Multi-figure scene. 


BEST ROOM 
Enter your most interesting dungeon room 
(on graph paper, with key), 


MAGIC ITEM - Enter your most original magic 


and more! call 


Samurai 
Any hum on G Sp ea xy nN less than 16, a Dexterity of not less than 16 anda 
\Gonstitui ogfer notiless a a } become a Samurai. Samurai may use any weapons or 


armour™ mal ht with the standard two-handed razor-sharp 
> 


aithou g 


curvediisw: rs] and fon MV r ‘addition to normal combat, they may employ 
una rmed d combat is to be used, the Samurai may only 
wear I Ces armour. 
Hit dice are 8-sided witha “maxima of 10 and then 2 points/level thereafter. 
‘e 
LEVEL EXPERIENCE No. OF ATTACKS/ OPEN 
ROUND OF COMBAT HAND. 
DAMAGI 
1 Samurai ie) 1/1 1-4 
2 Samurai Swordsman 2500 3/2 » 2-5 
3 Samurai Warrior 5000 3/2 1-6 
*4 Samurai Hero 10000 est +1-8 
5 Samurai Myrmidon 20000 oy 1-10 
**6 Samurai Champion 385000 esl 1-12 
7 Samurai Super Hero 50000 5/2 2-16 
8 Samurai Veteran 75000 5/2 3-18 
9 Samurai Lord 100000 . 3/1 B-20: 
10 Warlord 200000 3f1 2-24 
11. Great Warlord 400000 4/1 (max. ) (max.j8-24 


*level at which Samurai may use one-handed weapons and unarmed combat. 

**1evel at which Samurai may employ two-handed weapons and unarmed combat. 

In both cases, unarmed combat chance to hit is reduced to 10% and the number of attacks and 
damage is as the level below, e.g. a 7th level Samurai may attack with a two-handed weapon 
and use unarmed combat twice per round doing 1-12 damage. 

In addition, a Samurai may dodge missiles as Monks do and they also add 1 point to damage 
caused by swords per 8 levels. In addition to these abilities, a Samurai has the ability of a 
first level thief to climb, move silently and hide in shadows. 


Psionics 


Any human character with a combined Intelligence and Wisdom of 30 may become a Psionic. 
They may use only daggers, swords and shields and potions useable by all classes. They ad- 
vance in steps of 1-5 and make saving throws as Magic-Users. Hit dice are 4-sided, max. of 
10, then % point per level thereafter. 

There is a basic 15% basic chance, cumulative, of gaining an extra psionic ability, and 
these are always chosen at random. After six powers have been gained, 2 powers will be 
gained per level. When all the standard abilities have been gained, Special Abilities are 
gained at the rate of 1 per level. 

Pure Psionics have a psionic strength of: 


(Number of abilities x 2) + (Number of attack and defence modes x 6) + (Psychic potential) 


LEVEL. EXPERIENCE BASIC POWERS 
1 Student ° psionic blast, ESP 
2 Adept 2000 mind blank 
3 Master Adept 4000 detection of magic 
4 Psionic 8000 mind thrust 
5 Master Psionic 16000 thought shield 
6 Master Psionic level 6 32000 empathy 
7 Master Psionic level 7 64000 ego whip 


PSIONICS (Contd.) 


Standard Abilities (15% per adventure of acquiring) 


Mind over body Expansion Precognition Clairvayance 
Detection of Good/ Levitation Suspended Animation Hypnosis 

Evil 

Mind Bar Domination Body Equilibrium Molecular Agitation 
Reduction Invisibility Clairaudience Cell Adjustment 


Animal Telepathy 


Special Abilities (Gained when all Std. Abilities have been gained) 
Energy Control Molecular Re-arrange- Telepathic Project— 
ment ion 


Etherealness 


Telekinesis Body Control Shape alteration Dimension Walking 
Molecular Man- Aura Alteration Astral Projection Mass Domination 
ipulation 

Teleportation 


+HDavid Giffin+H+ 


Weapons 


Armour Class 


Range Weapon 2 3 4 5 6 if 8 9 
15 Slingstone -15-25-35/-10-15/0-5-10/0-0-5/+5-O +1045 +10+5 +10+5-0 
-25 -O0 -O -O0 
18 Slingshot -15-20-25/-10-15/0-5 0-0-5/+5-O +1045 +1045 +15+10+5 
-25 =10: -0 -0 -O 
8 Blowpipe Dart -25 -20 -15 -10 -5 ie) +5 +10 
3 Axe -— Thrown -20 -15 -10 -5 fe} oO +5 +5 
4 Dagger - Thrown -20 15 10; =5 ie) ie) +5 +10 
Unarmed (Trained*) -25 -20 -15  -10 -5 te) fe) +5 
Unarmed (Other) -25 -20 -20 -15 -15 -10 -5 oO 


*Trained = Characters who have been trained in unarmed combat eg. Monks, Samurai. 


The figures in the above table are + or — factors which are added to or subtracted from 
the 'Score to hit' numbers in whichever combat system is being used. The above figures 
are percentages and therefore must be scaled down if the standard 1-20 Table is used. 


+HDavid Giffin-++ 


Lnventors ! 


The Workshop is on the 
lookout for games, rules 
playing aids, etc. to publish. 
If you have any ideas you 
think we might like to see, 
please contact us, either at 
D& D-Day or by letter, phone 
call or visit. 

Although we are primarily 
interested in Fantasy, we 
are also able to publish war 
and general games. 


‘all men ens willdhave 
about thisy, put F 


Severa 
updated to 


nyers 


their afea. 7h 


so get tots 

No. NAME 
1 Jéhn Abbot 
2 Brian Ameringen 
3 Paul Bannister 
4 Pandora Birch 


ODVYODRONA000NOU 


pNMNND 
AOND+-0 
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Eamon Bloomfield 
Adrian Bolt 

Ian Brown 

Chris Bursey 
Ron Canham 

H. Chalkley 
Stuart Clark 
John Collick 
Martin Collinson 
Brian Conway 
Tony Crouch 
Arthur Cruttenden 
Mike Cule 
Malcolm Davies 
Andy Davidson 
Frank Dashwood 
Martin Easterbrook 
Andy Evans 

L.T. Falkingham 
Albie Fiore 

Mike Francis 
Dick Frank 

Dave French 

Ray Gale 

David Giffin 
Julian Goddard 
Dave Grantham 
Nick Grecas 
Fred Hemmings 
Andy Holt 

Alan How 

Bill Howard 
Stephen Ibbotson 
Ross Inglis 

Steve Jackson 
Ian Jones 

Tom Kirby 
Robert Krejzl 
Steven Littlechild 
Ian Livingstone 
Graham Lythell 
R.L. McGowan 


ia ABDRESS y 


'S3\Who, Missed the earlier issues of O&W to contact other 

ce) beildone on a regular basis as new members join so that 
ah tisk. Hopefully, at D&D-—Day we can sort something out 
re ts the full list of members to date. 


IPS bec SS you haven't sent us your name and address — 
“hr ie 


6 Hatg Rd. West, Plaistow, London E13. 

Flat 1, 48 Cunningham Park, Harrow, Middlesex. 

173 George V Ave, Worthing, Sussex. 

3 Morton Court, Whitton Ave. West, Northolt. 
18-Lawrence Hill Rd, Dartford, Kent DA1 3AG. 

87 Lydalls Rd, Didcot, Oxon OX11 7DT. 

43 Pembroke Rd, Erith, Kent. 

20 Beech Rd, Slough, Bucks. 

48 High St, Ipswich IP1 3QJ. 

Gonville and Caius College, Cambridge CB2 1TA. 
"Tirion", 36 Valley Rd, Liverpool L4 OUD. 

12 Melrose Rd, Bishop Monkton, Nr. Harrogate, Yorks. 
159 Coldharbour Lane, Camberwell, London SE5. 

42 Blagdon Ave, South Shields, Tyne & Wear NE34 OSG. 
35 Melbourne Ave, West Ealing, London W13. 

Idiocy Couchant, 31 Heath Lodge Site, Welwyn, Herts. 
6 Burroughs Crescent, Bourne End, Bucks. 

40 Devonshire Rd, Harrow, Middlesex. 

513 Whitton Ave. West, Greenford, Middx. UB6 ODY. 
12 Lomono Rd, Edinburgh EHS 3JR. 

Physics Dept, Royal Holloway College, Egham, Surrey. 


36 Byrnmill Terrace, Byrnmill, Swansea. 
15 Feincliff Terrace, Bramley, Leeds. 


Flat A, 30 Bedford Place, London WC1. 
3 Box Close, Thorpe-le-Soken, Essex CO16 OHU. 
50 Kirkhill Rd, Penicuik, Midlothian. 

19 South Parade, Gainsborough, Lincs. DN21 1UQ. 
338 High St, Jarrow, Tyne and Wear NES2 3BH. 

11 Hillcrest View, Beckenham, Kent BRS 3EH. 
Rm.79, Park House, Hulme Hall, Oxford Place, Manchester. 
179 Main Rd, Bilton, Hull, Yorks. 

13 Cole Park Rd, Twickenham, Middx. 

20 Beech Rd, Slough, Bucks. 

Computer Unit, City University, St. John St, London EC1. 
Kingswood Hall, Royal Holloway College, Egham, Surrey. 

19 Rylandes Rd, Selsdon, Surrey. 

Highbank, Old Tiverton Rd, Crediton, Devon EX17 1EG. 

50 Doneraile St, Fulham, London SW6. 

97 Uxbridge Rd, London W12 8NL. 

50 Vesper Rd, Kirkstall, Leeds, Yorks. 

Manor House, Wilshaw, Meltham, Huddersfield. 


94 Cromwell Ave, Highgate, arr N6. 
15A Westwood Hill, Sydenham, London SE26 6BL. 


97 Uxbridge Rd, London W12 ana 
57 Earl's Court Rd, London W8. 
278 The Vale, Acton, London ws. 
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a complete list of D&D Society members be constantly 
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NAME 

John Mansfield 
A.F. Marsden 
Bob Marshall 
Tan Maule 

Mike Meara 

Ian Moseley 

Phil Murphy 
Joseph Nicholas 
Robert Olesen 
Bill Orr 

Nicky Palmer 
Hartley Patterson 
Bernard Peek 
Eddie Pennington 
Roger Perkins 
John Piggot 
Gary Porter 
Martin Prime 
Lew Pulsipher 
David Read 
Geoff Richardson 
John Robertson 
Dave Ross 
Graham Reynolds 
Arthur Saville 
Nick Slope 

Jon Tacey 
Howard Thomas 
Don Turnbull 

Tan Waugh 

Jim Waugh 

Mike Westhead 
David Wood 

Alan Youde 


ADDRESS : a 

410-24 Brittany Ave, Ottawa, Ontario, Canada K1K OR7. 

13 Dundonald Rd, Redland, Bristol. 

17 Beaulieu Ave, Sydenham, London SE26. 

47 Worcester Rd, Sutton, Surrey SM2 6PY. 

61 Borrowash Rd, Spondon, Derby DE2 7QH. 

5 Benson Ave, East Ham, London E6. 

'Carnalea House! 12 Seymour Ave, Camels. Bangor, N. Irel'd. 
2 Wilmot Way, Camberley, Surrey. ry 

Rm.131, Lillian Penson Hall, Talbot Square, ‘London we iT. 
52 Burnthill Cresc, Glengormley, Newtown ownabbey, Antrim, N.I. 
Lehwaldsvej 3,,89, DK-2800 Lyngby, Denmark. 

'Finches' 7 Cambridge Rd, Beaconsfield, Bucks. HP9 1HW. 

6 Hawks Rd, Kingston-upon-Thames, Surrey. 

40 City Rd, Kitt Green, Wigan WN5 OBD. 

3 Morton Court, Whitton Ave. West, Northolt. 

15 Freeland Rd, London W5 SHR. 

237 Markfield, Courtwood Lane, Croydon, Surrey CRO SHW.. 

1 Holmsdale Close, Westcliffe-on-Sea, Essex. 

London House, Mecklenburgh Square, London WCIN 2AB. 

46 Crane Rd, Twickenham, Middx. TW2 6RY. ' 
68 Crowsmorr Ave, Stanmore, Middx. 

54 South Tay St, Dundee DD1 1PF. 

99 Richmond Ave, Hillingdon, Middx. UB10 9BU. 

10 Wellis Court, Gresham Way, St. Leonards-on-Sea, E.Sussx. 
6 Lea Close, Noctorum, Birkenhead, Merseyside. 

235 Bellingdon Rd, Chesham, Bucks. 

P.O. Box 2258, Peabody, Mass. 01960, USA. 

81 Romney Walk, Blackburn, Lancs. BB1 1PW. 


' 5 Greenlands, Red Cross Lane, Cambridge CB2 2QY. 


13 Briardene Drive, Wardley, Tyne & Wear. 

Edinvillie, Gartly, Huntly, Aberdeenshire AB5 4RS. 

Flat 463, Block G, Northampton Bldgs, Farringdon, London EC1. 
Bank Cottage, Kempe's Corner,.Ashford, Kent TN25 4EW. 

5 Vallance Rd, Wood Green, London N22 4UD. ~ 


THE END... 


Yes. it's true, OWL & WEASEL is to cease; the next issue is to be the last. We thought we 


had better announce it this month as next month, being April, 


nobody would believe us. That 


means the results of the Article Competition will be published prematurely, with next month 
being your last chance to enter. So, after 25 issues of dubious literature, Owl & Weasels 
become extinct. Epitaph next month. 


But you don't think we've given up, do you? No chance. 


We've had so many requests from readers to make Owl & Weasel all Fantasy/Science Fiction 
we though it easier to lay Owl & Weasel to rest and start again. May 1977 will, therefore, 
see Issue 1 of our new magazine "WHITE DWARF" which will be the same size as O&W only 
with more illustrations, a card cover, possibly more Pages and, although it will concentrate 
almost entirely on SF/F Games, it will regularly devote a Page or so to the rest of the 
games world. 


Readers not wishing to transfer the balance of their O&W subscriptions over’to WHITE* — 


DWARF should contact us before May 1 to arrange refunds. More details next month. 
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